® sinister, solitary figure wanders the 
treasure piles of the Vault, fruitlessly 
: 4] searching for something among all the 

"4 \y fantastic riches. In Elvish, he is known as 
Cor’vaeal, the Empty King, and some dwarven 
texts refer to him simply as the Heartless, but most 
prefer to call him the King of Nothing. Molten gold 
runs in his veins, but he is as cold and unfeeling as 
ice, and living creatures transform into gilded 
statues at his touch. The King of Nothing is both 
the ruler of this realm and a prisoner in it, a twist 
of fate he desperately hopes to change - and woe to 
those who dare stand in his way. 


Rise to the Throne 


The King of Nothing was once a man, but that has 
long since stopped being the case - though he still 
looks the part, there’s very little humanity left 
inside of him. How exactly he became what he is 
now is up for contentious debate, and no one can 
claim to know the full truth but the king himself. 
However, two prevalent and conflicting tales are 
told of his fall and subsequent rise. 

One of them tells the story of a young and 
benevolent man who rose to the throne in a time of 
great poverty for his people. Determined to do 
good and bring his kingdom back from the brink of 
collapse, the king worked night and day to keep the 
realm afloat, bleeding gold from his own coffers to 
keep the people fed. However, no matter 
how hard he tried, he simply could not make 
money at the same rate it burned away, 
and despite his best efforts, the kingdom's 
debt grew yearly, and it spiraled ever deeper 
into destitute misery. Driven to desperation by 
countless sleepless nights filled with worry, and the 
sight of his subjects starving and dying in the 
streets or turning to crime to survive, the king 
begged any powers that be to grant him the secret 
to endless wealth... and something answered. 
Under this being’s instructions, the 
king performed a dark and 
forbidden ritual that culminated 
in him ripping his own still 
beating heart from his chest. 


In doing so, he grew hardened, cold, and 
emotionless, and suddenly, the well-being of his 
people was secondary to the lust for more gold. 
The second tale presents the king in a different 
light, painting him as an arrogant, greedy man with 
only two loves in life: gold, and the beautiful 
courtier that he admired and coveted. Determined 
to win over the subject of his affections, the king 
showered her with expensive gifts, all paid for with 
the money selfishly taken from the kingdom and 
hoarded for his own pleasure. Unlike others in his 


court, however, the woman he loved was humble 
and generous, and could not be swayed by his 
lavish offerings — something that the king could not 
understand. Over time, his gifts kept increasing in 
cost and opulence, and yet she spurned him 
repeatedly. Believing that the reason why this 
happened was that his fortune was insufficient, 
and that the only way to win her heart was with 
unimaginable wealth the likes of which no mortal 
had ever seen, the enraged king struck a bargain 
with an otherworldly entity. In exchange for 
endless gold, the king had to perform an incredible 
sacrifice, and only truly realized what he was doing 
after the fact, as the living heart of his beloved 
pulsed in his hand, her blood pooling at his feet. 

Regardless of which tale is true, both agree on 
what happened next. The heart that the king held 
began to harden and transform, and he gained 
what he had asked for. Anything he touched would 
now turn to pure gold — a blessing, but most of all, 
a terrible curse. 


Tragic Irony 


Neither tale goes into much detail on what 
happens next. Vague rumors suggest that the King 
of Nothing continued to rule over his kingdom for a 
number of years, bleeding it dry of what wealth it 
had left to give, and at some point had his court 
wizards collectively create a special demiplane to 
store his fortune in, which came to be known as 
the Vault. He would later take permanent 
residence in the Vault to live among his riches, 
leaving his kingdom behind to deteriorate and 
eventually die out. 

The King of Nothing remains in his demiplane to 
this day. He cannot age and does not need to eat or 
drink, which gave him plenty of time to, over 
centuries, accumulate the vast hoards of treasure 
that now make up his new realm. Such is his greed 
that he has become magically bound to his fortune, 
preventing him from leaving the Vault as long as it 
remains there, and leaving him with an 
embarrassment of riches yet nothing to spend 
them on. 


THE KiNG OF NOTHING 
BECOMES AWARE OF THE 
CONSEQUENCES OF HIS 
NEW GIFT 


Despite this, his entire existence seems 
dedicated to the purpose of amassing more and 
more wealth, and though he cannot leave to do this 
himself, he sends handsomely paid agents to work 
his designs in the Material Plane. These agents 
seek out unearthed treasures of old or target the 
poorly-guarded vaults of rich nobles, and the riches 
they find expand their king’s domain even further. 

Unbeknownst to anyone else, however, the King 
of Nothing feels that his existence is hollow, and 
longs to recover that which he has sacrificed in the 
past. The first thing that his touch ever turned to 
gold, the bloody heart he held at the behest of an 
otherworldly being, was also the first piece to be 
deposited in the Vault, and still lies in there 
somewhere, hidden beneath mountains of coins 
and jewelry. The king frequently wanders his 
golden wastes in search of this item, convinced 
that holding the heart once more is the key to 
breaking his curse and leaving the demiplane, but 
is incapable of controlling his impulses to keep 
adding to his wealth. In doing so, he makes the 
task of finding the heart again ever more difficult, 
continuously burying it even more and pushing it 
farther out of his reach. 

His envy and paranoia work against him as well, 
preventing him from sharing this goal with any of 
his servants for fear that an overly ambitious one 
will come across it first and gain power over the 
king. The existence of the heart of gold is one of 
the King of Nothing’s most closely guarded secrets, 
and he will not hesitate to slay any who might 
come into possession of this knowledge. 


SOUNDS TO ME LIKE A POORLY-WORDED 
WISH. WHY DIDN'T THIS GUY GET A GENIE 
TO PRACTICE ON FIRST? 


-MW. 


Royal Temper 


The King of Nothing suffers no fools. He is 
arrogant, demanding and authoritative, 
considering himself well above common mortals 
and believing that gives him the right to rule over 
them. However, that does not mean that he is 
immediately hostile or dismissive of visitors to the 
plane — quite the contrary. The king sees great 
potential in those who manage to reach the Vault, 
either through cunning, ambition, or simple 
desperation, and seeks to convert them into 
servants. To this end, he offers adventurers he 
comes across as he wanders the demiplane a deal: 
all the riches they can carry out of the Vault in 
exchange for devoting the rest of their lives to the 
King of Nothing. 

Many accept this deal and let themselves be 
branded by their new master. Those who refuse 
politely and humble themselves before the king are 
shown mercy, ordered to leave his realm 
immediately - which they can do, just this once, 
without suffering additional repercussions - and 
forbidden from returning before they are ready to 
accept his offer. Those who insult the king’s pride, 
however, defy his commands, or dare trespass 
within his palace, where no one but him may step, 
incur his formidable wrath. 

The King of Nothing is a dangerous opponent, 
and especially deadly at close range. His skill with 
a sword is considerable, but his main weapon is 
his cursed touch, which has turned many an 
adventurer into solid gold. He can make a victim's 
veins burn or turn allies against one another with a 
word and a flourish, and though he lacks other 
methods to deal damage at a distance, he travels 
the treacherous ground of the Vault with ease and 
can pull his foes towards him to close the gap. The 
safest way to avoid a grisly fate at his hands is not 
to anger him to begin with, but in the absence of 
that possibility, adventurers would do well to keep 
a comfortable distance from the king at all times, 
lest they become the latest addition to his sizable 
collection of statuary. 


Kinc oF NoTHING 


Medium humanoid, lawful evil 


Armor Class 17 (natural armor) 
Hit Points 153 (18d8 + 72) 


Speed 30 ft. 
STR DEX CON INT wIs CHA 
20(+5) 16(+3) 18(+4) 13(+1) 15(+2)  20(+5) 


Saving Throws Str +9, Con +8, Cha +9 

Skills Deception +9, Insight +6, Persuasion +9 

Damage Resistances bludgeoning, piercing, and slashing from 
nonmagical weapons that aren't gilded 

Damage Immunities poison 

Condition Immunities charmed, exhaustion, petrified, poisoned 

Senses darkvision 60 ft., passive Perception 12 

Languages Common, Draconic, Dwarvish, Elvish, Gnomish 

Challenge 11 (7,200 XP) 
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Innate Spellcasting. The King of Nothing's spellcasting ability 
is Charisma (spell save DC 17). The King of Nothing can 
innately cast the following spells, requiring no material 
components: 


At will: command, crown of madness, incite envy* 
3/day each: heat metal, searing smite 
1/day each: banishment, dominate person, staggering smite 


Legendary Resistance (2/Day). If the King of Nothing fails a 
saving throw, it can choose to succeed instead. 


Magic Resistance. The King of Nothing has advantage on 
saving throws against spells and other magical effects. 


Molten Veins. When casting heat metal, the King of Nothing 
can choose to target the blood in the veins of a creature 
within range, turning it to molten gold for the duration of the 
spell. A creature is affected by the spell as if it was wearing a 
targeted object. When targeting a creature bearing his 
brand, the King of Nothing can cast heat metal at any range 
and without expending one of its uses. 


Vault Walker. The King of Nothing ignores difficult terrain 
__ caused by loose ground and debris, as well as steep inclines. 


is a trap. Hills of money as far as the NG 
satin we acd out too late that you a 
take anything out. Anything. Tne handfuls of ee 
we shoveled into our pockets when we first mp 
simply stayed behind when we teleported ee we 
coin we already had wie a vines we entered alan 
ip back. Am rik. 4 
Be advsoriing we could. we really did. We 
grabbed him, ran, and managed +o lose +he king some- 
how. But he was the party's cleric. None of oe 
magic could restore him. The plan was to take him 
+o a temple when we returned, get one of bs ie 
priests there to help... but ne we appeared in 
ial, he was wo longer witn us. 
e cee +oucn pests him +o gold. And i gold 
belongs in the Vault. Rorik belongs to the Vault now. 


I’m sorry. 


- Excerpt of a letter to an unidentified recipient 


ACTIONS 


Multiattack. The King of Nothing makes two longsword attacks 
and uses either his Golden Touch or Pull of Greed action. 


Longsword. Melee Weapon Attack: +9 to hit, reach 5 ft., one 
target. Hit: 10 (1d10 + 5) slashing damage. 


Golden Touch. The King of Nothing touches a creature within 5 
feet of him, forcing it to make a DC 14 Constitution saving 
throw. On a failed save, the creature's speed is halved for 10 
minutes as its body begins to turn to gold. If the creature's 
speed is already halved by this effect, it’s restrained for 1 hour 
instead. If the creature is already restrained by this effect, it’s 
turned to gold and petrified until targeted by a greater 
restoration spell or similar magic. 

Alternatively, the King of Nothing touches a nonmagical 
object that isn’t being worn or carried, causing it to start 
turning into gold at a rate of one square foot per round. 


Pull of Greed. The King of Nothing forces a creature it can see 
within 30 feet to make a DC 17 Strength saving throw. On a 
failed save, the creature is pulled 30 feet towards the King of 
Nothing, stopping if it hits an obstacle. If the creature is within 
reach, the King of Nothing can then make one longsword 
attack against it. 


LEGENDARY ACTIONS 


The King of Nothing can take 3 legendary actions, choosing 
from the options below, Only one legendary action option can 
be used at a time and only at the end of another creature's 
turn. The King of Nothing regains spent legendary actions at 
the start of its turn. 


Attack. The King of Nothing makes one attack. 

Move. The King of Nothing moves up to his speed without 
provoking opportunity attacks. 

Cast a Spell (Costs 2 Actions). The King of Nothing casts heat 
metal or one of his at-will spells. 

Golden Touch (Costs 2 Actions). The King of Nothing uses his 
Golden Touch action. 


*spells marked with an asterisk are included further ahead in the document 


SPELLS 


The Vault has been the origin of much strange 
magic over the years. Some of its most intrepid 
and skilled investigators have dared to try and 
harness this magic for themselves, discovering or 
creating brand new spells. 

The following is one such spell, intended for use 
by bards, clerics, and warlocks. 


INCITE Envy 
Ist-level enchantment 


Casting Time: 1 reaction, which you take when a 
hostile creature you can see within range regains 
hit points 

Range: 60 feet 

Components: V, S 

Duration: Instantaneous 


You target a creature within 15 feet of the one that 
triggered this reaction, filling it with envious rage. 
That creature must succeed on a Wisdom save or 
immediately use its reaction to move as far as it 
can towards the creature that regained hit points 
and make a weapon attack of its choice against it. 
On a hit, the attack deals an extra 2d6 force 
damage. 

At Higher Levels. When you cast this spell using 
a spell slot of 2nd level or higher, the extra damage 
dealt by the attack increases by 1d6 for each slot. 


ee 
MORE ON THE VAULT 
This document is but an excerpt of a comprehensive 
and cautionary report on the demiplane known as 
the Vault, drafted to warn adventurers of its dangers 
and misleading lures. More information will be re- 
leased over time — keep an eye out to gain valuable 
knowledge on the geography of the plane; more of 
its inhabitants, such as the ravenous vault mimics 
and the shriveled misers; powerful magic items; 
and even two new subclasses inspired by the Vault: 
the Wealth Domain cleric and the Way of Tran- 
scendence monk. 
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